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Starting the Game 

Loading the Disk 



1. 



2. 



3. 

4. 



5. 



Turn ON ihi: power switLli on your 3DO"' Interaciive Miiltiplayer™. 

The READY light iiidicjies that the unit is on. 

Make sure a Control Pad is plugged into the Concro] Port on the 

Multiplayer console. If not, tutn the player OFF, plug in a Conirol 

Pad and then turn tJie player ON again. 

Press rhe OPEN/CLOSE button. The disc tray extends. 

iiiscrt die Theme Park disc into the tray (label side up) and press 

OPEN/CLOSE to retract the tray. The 3D0 logo appears. If you 

don't see it after a few momcJits, turn OFF the Muitipla)'er and begin 

again at .step 1 . 

The Title Screen appears, followed by the opening inttoductoiy 

sequence. Press any button to leave the animation catly. 



Controi Summary 



Lci\ Shil'i Bu[[on 



Right ShiEl Buccon 



D-Rid 




C Biitrnn 



B BuEton 



A Button 



XyStop 



Plav/P;uise 



Park Set- Up Screens 

Higlilight Option: D-Pa.d up/down/ left/ right 

Select Option: A 



Park Screen 



Move Ciir';or; 
Place Item: 
Remove Item: 



D-Pad up /down /left/ right 

A 

B 
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Query Objecr/ 




Tune Up Vleau: 


Righc Shift lutron 


Icon Menu: 


Left Shift hiittoii 


Open/Close Paix: 


Ch Ptjiy/P'tii^e 


Pause Game: 


l'l:i)7l\iu.sc 


Quit Game; 


XfSwp 


Icon Menu 




Move Cursor: 


1 )-l\k ;i|>yiiovvii/ (' 


Purclia.ser Screen: 


A 


Quick Menu: 


B 


Select Item: 


A 



Information Screens 

Highlighr Opcion: D-Pad Mp/tlo\vii/kri/ri];hi 

Select Option; A 

Increase/Decrease Value; Righi/l.cft Shift button 



Highlight Stock 

Category: 
I n c 1 ea se / D ec i ease 

Otder: 



D-Py.d iip/dowii/lefl/righl 
Righc/Lefi Shift button 



Highlight Vat: 
I n crease/ De crease 
Funding: 



D-Pad up/ down /I eft/ right 
Right/Left Shift button 



Highlight l^ark Owner: D-Pad up/down 
Buy Shares: Right Shift button 

Sell Shares; Left Shift button 

Negotiation Screen 

Increase/ Decrease OHcr: Ri^hl/Left Shift bmton 
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The Aim of the Game 

Simply put, CO be the best. To make yout Theme Park not only the hottest 
ticket for thousands of visitors, but also the hottest property' on die stock 
exchcmge. 

At the end of every financial year, you receive a statement on the Year End 
Chart, rating your Theme Pad<; against 40 rivals in six categories. These 

categories are: 

Richest Park Owner 
Most Exciting Park 
Most Amenities 
Customer Satisfaction 
Biggest park 
Most Pleasant Park 

Only when youie numero uno in each category have you achieved your 
aim of constructing the ultimate Theme Park. 

HINT: Now that ?night sound easy enough, hut if you think 1 heme Park's 
going to be a walk in the park, you couldn't he further from the truth. 
Success in business ret^uircs an awesome eye for detail, am! likewise in 
Theme Park You need (o fine tune every ride, shop and side-show for 
maximu?n profit margin. Do?irfi)rget to check on your finances regtdarly 
at the Bank Screen, andlisieu to the Park Advisor's advice throughout the 
'.me, givif/g yon hints on how to make the most of Theme Park. 



Entering a Nickname 

Having sLn_cessfully loaded the game, the Advisor introduces you to the 
wodd of Theme Park, lo skip die intro sequence at any point, press any 
burton. Before arriving at the Main Menu, youre asked to enter a nick- 
name. Nicknames become important when saving ganres, because while 
there are only 3 save game slors, you can save 5 parks for each nickname 
and there is no limit to rhe number of nicknames you can have, (See Saving 
a Park for more information on saving games.) 

D-Pad up/dowii/left /right to spin the character wheel until the one you 
want appears at the right-hand end of the name bar; press A to select this 
character. Repeat this process until the endre nickname has been entered. 

Use the space {-) to insert a gap. 

Use the backspace arrow to remove incorrect character.^. 

To confirm the nickname, press X; rhe Main Menu appears. 



The Main Menu 
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rJAB 




■M 


ITTTQ^ PA R K ^— ' 


^^K. 
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Having entered, a nickname, you anivo ni ihi- Maifi Mlmil i'o select a 
Main Menu option, press np/dnwn on rhc H P;ul niful llicn press A- 

Tiie Main Menu opcunis are: 

Setup NewTheme Park - Precis A f<ii lllf YniiT IliiyiT Details screen. 

Load Game - Preis A to djki] iliu SyiVL^il tiaiiic ftcrccn. To clioo^e 
which game to load, D-Pntl iip/ifnwii. ihcii press A. 

NOTE: After loading a saved i^aini^ ynni p.iik will he empt)'. Don't 
worry — customers will suoti .iiiive .i^'.iiu in iill i]p yotn park. 

Conciniie Gam.c - Rcttirns yim lo the Tlieine I'.nk you jtist left. 

See Intro - So impressed you w.iiii lo vv.mli ii a^^,iinL* I dom blame 
you. 

See Credits — Hnd our the names ol [hnse lespunsfMr fihr 'Hicme Park 
3 DO, 

Language- Choose ber\veen English hIIuI ['reiieli f^ir flie in-game text. 



Quitting Tlieme Park 

To Quit the game at any time, press X/S I (^P. Von'ie Hjsked lu eonhrm this 
decision, which you do by pres.sini^ A; dir Maifi Mrnn re.ip|ie,ii.s. If ytiu 
decide not to ^uit, D-Pad up to the X l^ofi and pi ess A; v'niie leiiirjietl to 
the park. 

Designing a New Parle 

Highlight Sernp NewTheme Park and press A for the Yonr Players Details 



screen. 



Your Player Details 



^<ii.ir tfi-fiJEir. DEvnitiLs: 



. t**i* lUtftUU^J I 

iti>jiiL ] *. J 1* 



ViKcBifinillz 
SffiF.V PLE.tEE. 



■l_JM*._ 
irntfttt 



_^j 



Ei'i' 



You must complete Your Player Details before y(3u can choose a sice for 
your park. Press the D-Pad up/down to flic among the caiegotics. 

Your Player Details are: 

Youi Name - Press A and then enter your name exactly as you did the 
nickname. 

Your Nickname - This section has already been completed. 

Park Name - Enter a name for your park as you did your name and nick- 
name. Pur nothing here and your parks known siniplv as Bullfrog's World. 

Sim Level - Choose from Sandbox, Sim and Full, D-Pad left/right to 

highlight the desired level of play. 

Sandbox level is very much for beginners. You can enjoy all the fun of 
the fair and design a park without the stresses, scmins and complica- 
tions that come Irom visits to the Bank Requester screen. There's no 
need for Research and your shops can't run out of stock so there's no 
need to visit the Stock Screen. Howe^ei, you may still need to take out 
a loan, and keep one eye or your bank balance to avoid going bank- 
rupt. Needless co say, you're missing out on an awful lot of Hieme 
Parks best features, 

Sim level is intermediary. You're involved in Research to develop new 
park facilities and the Negotiation screens pop up periodically. 

However, if you visit die Stock Screen and Stock Market screens you'll 
find that these features arent available to vou. 

Only on Full level do you get to utilize all of Theme \\^yk\ options. 
Now )'Oirre not only expected co Research new facilities, but pm-chase 
stock for shops and shares in other parks, YouVe responsible for every 
Fmancial cransaciion, and rival operators can have a say in your suc- 
cess. On Full level, yourc playing with the big boys. 
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Park Visiroi s - Choose a muot! from Happy, Average and Fussy by press- 
ing the D-Pad left/ right. The fusiier your customers become, the harder ir 
is to part them from their cash. This only affects vour Theme Park's visi- 
tors for the first four )'ears of operation, after which it's all down to you. 

Start Level - Choohc betu'een Easy, Medium and Hard, This decides the 
amount of money you begin the game with. On Easy level 200,000 is 
depo.^ited in your current account, choose Medium Rud 1 'SO, 000 \s added 
to your coffers, while on Hard level youVc a mere 100,000 lo play with. 

Opponents - None, 4, 10 and All are the options here. If youVe playing in 
glorious isolation the game loses its competitive element. The more rival 
Theme Parks that arc out there, the trickier it gets to he hesi in all six cat- 
egories and someone might just buy the park oui hum under you. 

Opponents Le\'el - This decides how aj-yressive your opponents are. 
Choose between Easy, Medium and Hard. You CMi make life a lot simpler 

if you hamper the opposition and make diein l^a.sy, hni lor .i real challenge 
make All the opposing I heme Park owners riu k I [Mrd. 

First Game -No or Yes- Ifyou.seleei Ves yfniVe^iveJi a luiorial by the Park 
Advisor when you enter the park to help |;ei yau >il;ulcd (see Tutorial). 

When youVe finished entering Your V\\\y^\ J >i injil',, Hd'ad down to the 
Check Mark icon and then press A lor a Iniik ai llu' Wurkl Map. 



Where in the World? 
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On the World Map available sites are marked in yellow, Rtd d<Jtfi mark 
locations you currently eant afford, while sites oeeupieil b)' oitiur 1 liLme 
Park ov/ners are marked in blue. At the bottom of the screen i,^ your bank 
balance, 

D-Pid up/down/left /right to highlight a location with the cursor and the 
name and cost of establishing a park appear above your bank balance^ the 



S 



more desirable the ioeation, the greater the initial cost. Now press A, and 

if the territorv bad a v^How dot the Site Details screen opens (see Site 
Detaib Screen); if the doi: was blue the P;irk Details Screen appears (see Park 
Details Streen). 

^hen you find a site yoLiVc hi^ppy with, use the D-Pad to highlight Buy 
Land and press A. This location appears on the World Map as a golf ball 
abour to be teed off To leave the World Map for the park icselt, D-Pad to 
the Check Mark kon and press A, 

To return to the Main Menu at any time, press C. 



tt^VWh^V- t]lllfrtV1-9 
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This hsts all the factors which eonid effect rhe success of a 1 heme Park 
biiilr on a particular site, specifieally population, economy and cliuiate: 

Cost -How big a bite of your bank balance is this location going to taker 

Difficulty - Easy, Medium or Hatd, based on the size of the poptilation 
able to access the park, the stability of the ectjnomy and the climate. A site 
close to a large European or North Aniericau city is going to be an easier 
proposition than one in Antarctica, but these are also the most expensive 
site.s. So when choosing a location, make eertaiji yonVe enough cash left to 
develop the site and haven t blown it alt beforehand. The cheaper the sire, 
the more you have to spend to make a success of it. 

Local Population - The number of potential customers that your Theme 
Park has to draw from in the early stages. 

Medium Population - Further down the line, a medium-sized park could 
attract visitors ftom fiirther afield. 

Long Population - When your patk h^is grown in size and its reputation 
has become international, rhe numbct of potential customers grows to the 
figure found hetc. 



Inflation Rate - From 0-100%. The lower the better, because an inflation 

rare of 100% means rhar your overheads will double aniiiiall}'. 

Interest Rate - From 0-100%, As with che inflation rate, von want to l^eep 
tiiis low or end np paj'ing throngh the nose for every penny you borrow. 

Economy — Rich, Poor or Medium. This indicares how much cash cus- 
tomers will hiive to spend in your Theme Park, and. the worse the econo- 
my the less disposjble income is available. 

Tax Free Period Years -The length of time you can rnn )'onr p^irk without 
paying land tax. 

Land Tax - The amount you pay is calctdaied by apply inj- ihis race to the 
area of land your park occupies, so keep i[ compact lukI voiri! pay less tax. 

Who - The name of chc park's owner: 

To leave the Site Details sctcen: 

TfyouVe not happy with a site, use the 0-Pa(.l to hlj^lili^lii ilit Check Mark 

icon and then press A Co return to the World Map, 

To accept the site, H PhuI ui the liuy Land icon and 
then pre.ss A, TIil- [',uk l*eUiils now .ippear on screen 




Park Details 






irkfriFti iirii-it 
nt-ifii\r\i.m 

lili'ltit I'l ttiutt 

rit'TBtfi «r rmti.c: 



Check out your own park details and rhosL' of riv-d patk owners ar rhe Park 
Derails screen. This tells you; 

Player Name — That's vou for your opponent) that is. 

Balance - As in 'hank\ The amount of money available for development 

of the site. 

Personality - Rated on a scale of 0-100. 

Vendetta — Are there any established rivalries between park owners? If you 
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find your own name here, be stire to guard against unfriendly take-over 
bids. 

Reputation - Good, bad or indifferent. If this i:; your first Theme Park you 
haven't got one, but any subsequent parks are measured against previous 
efforts. 

Number of Rides - Check up on how many rides are in the park by look- 
ing here. 

Number of Shops - See above 

Number of Staff - See above the above. 

Number ofPeople-How popular are your Theme Park rivals? As for any 

new park, unril the main gates are thrown open rheie'd be more visitors to 
a plague pit. 

To leave the Park Details screem 

The Check Mark icon is already highlighted, so press A and youre 

returned to the World Map, 

Ar the Worid Map, highlight the Check Mark icon and press A and you're 
in the park. 

Tutorial 

When completing Your Player Details^ youre asked whether this is the first 
rime you ve played Theme Park (see Voar Player Detaih). Choose Yes for a 
tutorial from tlie Park Advisor when you arrive at the Park Screen. 

Following the liitorial: 

The Park Advisor giudcs you through the tutorial stcp-by-step. First of all 

youre shown how to lay paths. 

Next, place the first Ride. This is the Bounc)- Casde. Place Entrance and 
Exh icons as instructed. Now connect the Ride ro the network of Paths 
youve created with a queue- 

You must now choose a location for a Mr, Walley ice cteam stand. Again 

the Park Advisor instructs vou how to do this. Then hire three members of 

r 

Staff- a sharkman, handyman and mechanic - and place them in rhe park 
as instructed. 

You can now continue to build yout park from here. Remember, every- 
thing used in die Tutoriah including staff wages, has to be bought and paid 
for like all your future purchaser. 

To sidp the Tutorial, choose No when asked wherher it's the first rime 
youve played at the Your Player Details sctcen. 
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In the Park 



Park Advisor 




Oil the Park Screen, the site is an area of land wiih j wall amimd ir and a 

main gate; you've a lor of work co do bcfort iCf, lIic worlds iil[imare toiiri.sl: 
attracrion. 



Using the Icon Menu 



Qui^aes 




vcrvLuw 



I oaJ G^me 



The Icons Menu is rhe key to creating your Theme Park. Press the Left 
Shift hatton to open rhe Icons Menu, Press the Left Shift burron ttgain to 
close rhe menu. 

The icons are for: path.s queues, rides, shops, park features, srafF, rhe 
overview map, load/save game, park sratus and the Bank Requester screen. 
To sclccr an icon, use the D-Pad up/down/left/right to highliglu an icon. 
Press A for rhe Purchaser screen, or press B for rhe Quick Menu, 

Laying Paths 

Before you can do anything else, you must lay parhs around rhe park for 
visirors ro walk aloiig. Theme Park's lirtle visirors always follow paths, and 
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this is rhe only way customers c:in access shops and rides. They only go on 
the grass when they Ve looldng for rhe Way Our (and complain if rhey cant 
find ir). 

HINT: Like everything else in Theme Park paths cost money, so in the 
early stages when cash is tight you y teed to be sensible and place paths ordy 
where rides and shops are going. 

Note: Paths cannot be laid where natural obsracles such as rocks and 

warer block the wav- 










_ LJX^^1-_I - ' 



To lay a concrete path, use rhe D-Pad to highlight the Paths icon and press 
A; die cursor becomes a trowel. Now hold down A and press the D-Pad 
up/down/left/ right ro lay path squares in the areas of rhe park you wish ro 
cover in concrete. The path square disappears if you scroll over an area of 

ihc park where yon can't lay a path. 

A bordei- of flowers grows around paths once rhe disturbance of rhe dig- 
ging has stopped. 

TO REMOVE PATHS 

To remove a path square, highlight It wirh the trowel cursor and press B, 

You cannot delete the original area of path around the main gate. 

Note: Paths are the only irem you pay for immediately. You won't gcr 
the cost of anv ride, shop or staff purchases deducted from your bud- 
ger unril the end of each monrh. 

THE PATHS MENU 

To access the Parhs Menu, use the D-Pad to highlight rhe Paths icon and 
press B, You can now choose between concrere, one-way paths or sign- 
posts, D-Pad left/ right to highhght the desired icon and then press A, 
When you select one-wa/ paths, the cursor becomes an arrow. To lay a one- 
way path, use the D-Pad to higlilighr a path square and then press A until 
the arrow is oriented in your preferred direction. 
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Select the sign-post icon from the Parh.^ Menu and the icon acraches iraclf 
to the cursor The sign-posr fla^^ke.s until it's given a sense of direction, 
which you do by highligliting a shop, title or feature with the D-Pad and 
pressing A, Now move the post to the desired positron In the pad^ and 
place it by pressing A again; wlierever It's placed, tlie sign points to the cho- 
.sen imenity. Press A again to rotate the sign and lead customers to a desti- 
nation via a different route, so as to pass additiona.1 shops and rides they 
might orhci-wise h^vc missed. 

Note: Remember to re-select normal paths from die Paths Menu, after 
selecting one-way or sign-posts. 



Forming a Queue 




The thrill-hungry public are unable to sample the dehghts of a tide unless 
they can fotm a.n orderly queue for it. Customers can still access a ride 
which isnt connected to a path by a queue, but they do so only one at a 

time and die ride is not used to maxinium efficicncy. 

HINT: There's a good ileal of psychology involved when forming queues, 
lis diffictth to judge the length of a lo?ig queue which doubles hack on 
itself and punters may join then become initated by the wait and leave. 
Short queues move people through the ride move quickly, but as the ride is 
always fid I SO} ue people may not have the chance to tiy it out at all. As 
always in Theme Parh it's a balancing act. 

To form a queue, use the D-Pad to highlight the Queue icon and press A. 

Now connect the entrance of your chosen ride to the path (see Selecting 
Rides). Queues can be placed or removed just as yun would a path; hold 
down A and scroll around the screen to place a queue, highlight and press 
B to remove a .secrion of the queue- 
Note: A queue must always be placed from a path to the entrance of 
a ride. 
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Only four of Theme Park's rides are available at the statt of the game. In 
Full and Sim mode, you can only add to the number of rides available by 
investing in Research (see Research Department). At Sandbox level, more 
rides are added to the list at the end of each financial yean 

There are two ways to purchase rides; via the Rides Purchaser screen or 

honi the Rides Menu. 

TO PURCMASE RIDES 

Use the D-Pad to highlight the Ride icon and press A for the Rides 
Putehaser screen (see Purchaser Screens) and some in-depth intormation 
about the attractions CLirrciulv available to vou. 

Alternatively, highlight the Ride icon and press JB for the Rides Menu. 

Use the D-Pad to highhght an item from this menu and pre.ss A to select 
a ride. Each one has a price tag; if you don't have enough cash for a par- 
ticular ride, the ride icon has a red background, 1 laving made your deci- 
sioUh the Rides Menu disappears and the chosen attraction is attached ro 
the ctirsor. 

TO PLACE A RIDE 

With the ride attached to the cur.sor, D-Pad to an area of the park large 

enough to accommodate it and then press A. You now need to place the 

ride's Entrance and Exit, 
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TO PLACF. THE ENTRANCE 

Once a ride has been posi- 
tioned, rhe enrrance icon 
appears, D-Pad up /down /left/ 
right ro move [he entrance 
around d^e ride, and then press 
A to lock it in place. To move 
the entrance ^gain, choose the 
appropriate icon from the 
Information screen (sec 
Information Screens). 

You can change die orientacion of die Enrrance of User- Definable rides 
{sec User- Definable Rides). 

TO PIACE THE EXIT 

The Exit is a shorr flight of steps that takes your punters back to reria 
firma. Place this as you did i\\t Entrance. Remember to link ever^' exit to 
a padi, or when )'our punters leave the tide they mill around on rhe grass. 

TO REMOVE A RIDE 

Use the D-Pad to posirion rhe cursor over the ride's entrance, and press B; 
a reque.';ter box appears asking you to confirm your decision, HIghlighr the 
Check Mark icon and press A to remove the ride. If the ride is less rhan a 
month old, its purchase price will not be deducted from your balance, 

NOTE: Removing a monorail requires special handling. Please see 

"Building n Raised Track Ride^ for fmther information. 

To return to the park screen without deleting the ride, highlight the X icon 
and press A, 

Buying Shops 
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Shops fall into three categories: food & diink stands (for which you must 

purchase stock - see Stock Screens), souvenir shops and side-sbows. While 
it's the thrill rides that draw in the crowds you need to keep \'isitors liappy 
{and earn excta bucks) by supplying refreshments, and hopefully entice 
them into g^^'ing home with some 1 heme Park souvenirs into the bargain, 

HINT: Food and drink stands are esse?it?al to the running ofyonrpark, 
as people will head for home if they can't get a drink and a bite to eat. 
However, souvenir shops ajid side-shows, for which you needn't buy stock, 
can turn you the healthiest profit. 

HINT: Visitors only bity souvenirs if they're having a good time, so place 
souvenir shops near to your park's best rides and watch the money roll in. 

TO PURCHASE A SHOP 

Use the D-Pad ro highlight the Shop icon and press A for the Shops 
Purchaser screen (see Purchaser Sereens) and an in-deprh look ar the avail- 
able shops- 

AJceniatively, press B to bring up the Shops Menu. 

Use the D-Pad to highlight an item from the menu, and then press A to 
select a shop. Each one has a price tag; if you can't afford the chosen shop, 
its icon has a red bacl^round. Having made your selection, the Shop 
Menu disappears leaving you Co place the shop where it's likely to attract 
the most ctistom. Use die D-?ad to position the shop, and then press A, 



Park Features 




What with Most Pleasant Park among cbe categories on which your Theme 
Park is judged, it's a good idei^ to beautiR' the place with trees and foun- 
tains. Plus, the park won't stay beautiful for long without proper toilet 

facilities and clear signposts showing people where diey are. 
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TO PURCHASE PARK FEATURES 

Use the D'Pad rii highlight the: Park Features icon, and then press A for che 
Features Purcha.ser <;creen (see Purchaser Screens). 

Alternatively, pre.ss B for the Features Menu. 

Highlight an item from this menu using the D-Pad^ and then press A. On 
the Park Screen, use the D-Pad to choose a location and pre^s A once for 
every tree you want planting, if you re putting up a fence or digging a. lake, 
press and hold A then use the D-Pad to scroll througli the park. 

To remove any feature placed in error, highlight the offending item using 
the D-Pad and then press B. 

HINT: Dont Just igiiore features such as walls. They not only tart the 
place lip a bit. but improve your safety record by keeping customers on the 
straight and narrow^ preventi?ig them fiom wandering into the danger 
zones around rides. 

TOILET TRAINING 
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Super Toilet Bogg)' Cropper OuthoLi^t; 

Wirh all fhc food and drink you (liope to) sell, visitors are going co need 
somewhere they can off load any excess. Forget to place toilets around your 
Theme Park and things are going to either get very messy, or visitors will 
head for home the moment nature calls. 

The only lavatory available from the Park Features list at fust is an old, 

wooden outhouse; not the nicest place in the world to park your backside. 
Customers are rather tentative about using these, and a queue forms out- 
side while the occupant gingerly places a protective layer of lavatory paper 
between flesh and toilet seat. 

"Woe betide the Theme Park owner who forgets to have these toilets 
cleaned. It isnt long before an outhouse, wirh its dodg)' drainage and 
doubtful flushing mechanism, stinks to high Heaven. And if placed 
upwind of the queasy stomachs that often emerge from the more thrilling 
thrill rides, it's a recipe for disaster. First one punter loses his lunch and 
then a chain chundcr rips through the crowd like wildfire. Before long 
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your parkas g"'ng ^^ ^'^ about as popular as a bottle of barbecue sauce at the 

Three I.itde Pi^s' house. 



You can, of course, combat this by keeping outhouses properly maintained. 
Send handymen to clean them regulady, and should the worst happen and 
the vomit begin to flow make sure there are plenty ot staff to mop it up. 

Inject some cash into upgrading Park Features in the Research Lab {see 

Research Department) and soon your customers SlYC rela^iing on the luxuri- 
ous^ hi-tech Super Toilet, This self-cleaning lavatory is so sophisticated it 
does everything but sing like Noel Coward to the occupant. Far from 
dirowing tip, customers are more likely to move in. 

Hiring Staff 
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There's no way you can offer the levels of service and satisfaction that your 
paying customers expect without staff You can hire entertainers, handy- 
men, mechanics and guards. Each have specific duties {see People in the 
Park), but they're all there to help things run smoothly. 

TO HIRE STAFF 

Use the D-Pad ro highlight the Staff icon, and then press A for the Staff 

Purchaser screen (see Purchaser Sn'eens). 

Otherwise, press B for the Staff' Menu. 

Highlight a staff category from this menu using the D-Pad, and rhen press 
A. On the Park Screen, use the D-Pad lo choose a location and press A 
once for everv member of staff yon want to hire. 

Note: Remember that staff are an ongoing expense; the figure next to 
each category represents their monthly wage. 
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Overview Map 







Selecting this icon brings up an overhead view of :he entire park, U.st rlie 

D-Pad to liighlighr the icon and then press A for the OverA-lew screen. 

To move the highlight box an^'where on the map, press the D-Pad. 
up/down/Jefl/right. Press A now and you letutn to the Park Screen at this 
new location. 



Status Icon 

The Park Status icon's smiley face reflects the mood of the 
park visitors. Use die D-Pad :o highlight the Park Staciis icon 

and press A for die Park Siaius screen (sec Using The Park 
Status Screen. 
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Check Finances 




Shor: on casli and want ro get a bank ioanr Or just interested 
in the current stare of your Theme Park's finances? Highlighr 
thi.s icon and then press A; the Bank Requester screen appears 
see Bank Requester Screen) . 



Press B with the Bank Requester icon highlighted for the Bank Statement 
screen [see Bank Statement). 

Saving a Park 

D-Pad [o the Save icon and press A for the Save Park screen. 
There arc five sloes available; use the D-Pad lo highhgh: one 
and press A ro save die current park there. You are automat- 
icallv returned to the Park Screen. 
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Although there are 5 save game slots, you may be able to save only one 
game, depending upon the size of )'our park. If there isn't enough room to 
save your current game, a utilitj'screer: appears displaying the names of the 
saved game files you can delete from your 3DO memory, 
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Highlight the file you wish to delete, and press A. You will be asked to con- 
firm your choice: highlight the Check Mark icon and pre.^s A to delete; 
highlight the X icon and press A ro cancel, 

W'^hen you are finished deleting your files, highlight the Check Mark icon, 

press A, and your game will he saved. If you decide not to save your game, 
highlight the X icon and press A, 

Loading a Park 






D-Pad ro the l.oad icon and press A lor the Load Park 
screen. There are up to five ^aved parks ro choose from; use 
the D-Pad to highlight one and press A- "1 he park is loaded 
and you're automatically returned to the Park Screen. 

NOTE; After loading a saved game, your park will he empt)'. 
Don't wony — customers will soon arrive again to fill up yotir 
park. 



TUne-Up ivienu 




Press the Right Shift button to activate the Tune-Up Menu, Thii updates 
you on the status of a ride, shop or member of staff and lets you fine tune 
dieir performance, 

hiformation - rhis is the only Tune-Up icon for shops and the only one 
common to rides, shops and scaff. Use the D-Pad to select this icon and 
press A for the relevant Information screen (see Information Screens) and 
some vital la.cts about the status of any park udlity. 

Tune-Up icons specific to rides are: 

Timer - the stop watch icon is filled in red. Highlight the icon with the 
D-Pad and press B repeatedly to reduce the length of die ride; press A to 
increase the length of the ride again. 
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HINT: Redticing ride length increases the number of visitors who can use 
the ride, although It risks their dissatis faction. Do this only when a popu- 
lar ride has a long queue to prevent people fi-am drifting off. 

Rider icon - adjusr the number of pLinrer^you caii cram onto a ride before 
it starts. Highlight the icon using the D-P^lI and then press A to increase 
the numl->er of people on the ride, or press B to decrease numbers when 
safety levels are being exceeded- You can't exceed the ride's maximum 
capacity as set down on the Ride Purcliaset screen. 

Spanner icon — indicates how safe the ride is. The higher the ted bar, the 
more dangerous the ride. The state of repair of a ride is also affected by the 
nimibets using it and the ride speed- To inscrucr a mechanic to repair the 
ride, use the D-Pad to highlight this icon and press K\ a mechanic's head 
appears over the On/Off icon. 

On/Off - turn a ride on or off by higbhghting this and pressing A, The 
light changes from green to ted when a ride has been stopped. The light is 
replaced by a mechanics head when a nde is under repair- 
Ride Speed- pressing A increases the revolutions per minute ofyour rides. 
If things become a hide too exciting for the ride users, retard the ride's 
speed by pressing B. Changes to ride speed take immediate effect on the 
Park Screen, 



Interacrive Movie - get ready for the tide ofyour life[ Theme Park 3DO 
gives you a first-pevson view of the quetied ride in action, complete with 
:ill the white-knuckle thrills and stomach-tutning chills youd expect from 
the real thing. D-Pad to the movie reel icon and press A to set the ride in 

motion. 

TUNE-UP ICONS SPECIFIC TO STAFF ARE 
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Pincer icon - with tliis icon highlighted, press A and the cur- 
sor becomes a set of pincers with the queried staff juembcr 
attached. You can now reposition tliein any^vhcre in the park 
by pressing A. 

Zone Route icons - set a specific route for a handyman to 

patrol (see Zoning Staff Icons)^ 

Repair icon - for mechanics only. Press A on this Icon and 
then D-Pad to highlight a ride in need of some attention- 
Press A again to send the queried mechanic to work. 
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HINT: A plume ff smoke indicates when a ride is on its last legs. If you 
don't respond quickly enough, you could send some innocent punters into 
orbit - there ain't no smoke without fire! 

Using Quick IVIenus 
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There are quick menus for paths, rides, shops, p;trk features and staff Use 
the D-Pad to highlight the relevant icon and press B to open die quick 
menu. 

All the amenitiei available to you in that category are displayed, along with 
the cost of purchase. As you highlight an amenity with the D-Pad, its name 
appears at the top of the menu. Pressing A selects a ride, shop, feature or 
staff category, and simultaneously closes the menu. 

User-Definable Rides 
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With User-Definable rides you get to design the ride for yourself, rather 

than just place it in the Theme Park. There are two kinds of User- 
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Definable rides, Raised Track and Fiat Track, and thejVe built using dif- 
ferenr methods. 

Building a Raised TVacliL Ride 

The Raised Track rides are rhe Roller-Coaster and Monoraih marked on 
die Rides Menu by carriage icon.s. Use the D-Pad to highlight the icon and 
press A; ihe first 5 sections of crack appear, complete with entrance booth. 
Press A to lock this first secdon in place. 

Highlight this first .section of track and press B to change the orientation 
ol^ the entrance. You can press B as many limes as you like to rotate the first 
section and build your ride in a different direction. 

Note- You can't raise or lower the first pieces of any User- Definable 
ride. 

Now scroli around the park and hy down rhe track a.s if you were laying a 
path. Create hairpin bends or gentle curves as you see fit until you com- 
plete a circuic. Remove any rogue pieces of track that are heading in the 
wrong direction by pressing B, 
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Note: If the Year F.nd screen interrupts the construction of a Raised 

Track ride, you mu^t access the Ride Purchaser screen to complete a 
circuit of track. Select the Track icon, and when the action returns to 

the Park Screen you're then able to finish olTyour tide. 
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ADJUSTING HEIGHT 




You can adjust die height of the Roller-Coiister when a circuit hjs been 
completed. Use the D-Pad to highlight base of a section of track and press 
A to elevate it one increment. Continue to press A until it reaches the 
desired aliiiudc- 

With the base of a secnon of track highhghted, press B to reduce height 
one increment at it time. Pressing B at the lowe.st level removes that section 
altogether. 

Note: You can't adjust the height of the MonoraiL 

MODtRNlZlNC RAISED TRACK RIDES 

To adjust the height of the Roller-Coaster after opening, you need to first 
stop the ride using the appropriate Tune-Up icon- You can rIso Research 
upgrades for the Roller-Coaster, btit again must stop the ride before you 
can add them. 

Add-ons inckide loops and corkscrews- When add-ons are complete, they 
become available from the Rides Menu, Highlight its icon and press A, 
then move the pointer over the ride- When you reach a secnon of the ride 
that can accommodate the add-on, its icon appears, Prer^s A to add it to the 
ride- 

NOTE: Before deleting a monorail, you must be able to turn it on. In 
order to turn it on, you must have a full circuit of track completed. 
Therefore, we strongly rec<immend that you place the entrance of the 
monorail in a section of your park where vou can complete a full cir- 
cuit of track. Because of the complexity of the monorail ride, we also 
recommend you save your game i>efore placing the ride. 

Building a Flat Track Ride 

FktTrack rides are the Rubber- Tubing and Race Car nde, which have their 
own icons. Highlight the Rides Icon and press B for rhe Quick Menu, and 
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then select the desired ride. When complciing a circuit of [rack, die entrance 
does not come with die first section. You must complete a circuit and dien 
go to the Ride Purchaser and select the rides icon. When the action returns 
CO the Park Screen yon can place the entrance booth as normal. 

Note; When connecting any User-Definable ride to the path? net- 
work, it's important to remember that the entrance to rlic ride i.s on 
the right, and the exit the left - you dont wane people walking into 

one another as they try to get on and off your new star attraction! 

RIDE COST 

I he cost of User-Definable rides is calculated according to the number of 
sections of track used to complete the circuit, and the height to which the 
track is elevated. 

The current co^t of the ride i^ displayed in the text bar beneath the Tune- 
Up icons. Keep an eye on this figure and make sure you have the budget to 
cover it. Only when you open the ride to the public is the final price fixed. 
So you can add and take away raise and lower sections of tiack to your 
heart's desire but are charged only for the final number used in the ride. 

Open for Business 

When your rides, shops and 
other amenities are readv and 
you want to start maldng some 
money, open the park and let the 
people fiood in. Don't just open 
as soon as vouVe laid the first 
patli. It might seem an attractive 
proposit:on to start earning 
money Immediately, but you 
only end up chasing after visitors 
and hmriedly providing facilities for them. 

To open your Theme Park, press and hold C, then press Play/Pause. 

TO PAUSE THE GAA'IE 
Press Play/Pause again. 

People In The Park 

The people that swarm around your Theme Park are divided into two basic 
groups: staff and customers. There's one vital difference between the two - 
you pav the former* while the latter pay you. 




1. 



EnrecCiiinefs 
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Mechanic 



Guard 



Staff are divided into four categories; entertainers, handymen, mechanics 
and guards, 

HINT: The more your staff are paid the more enlhusiastically they work 
fhryoa, so the worst member of staff is ahvays the cheapest If you want your 
park to be the best, don't be a cheapskate when it comes to hhingstaff. 

ENTERTAINERS 

These are Teddy Man, Shark Man, Strong Man, Chicken Man and Rliino 
Man. It must be sliccr hell inside one of those suits and not easy to keep 
smiling, but that s exactly what their job entails. The more entertainers you 
have, the more enjovment customers get from their visit - kids especially 
love them, 

HANDYMEN 

These are the guys who keep the park tidy. If youre after the most attrac- 
tive park award thev mow the grasK, and keep the place from being labeled 
a health hazard by picking up bmger wrappers, cola cups and other assort- 
ed litter- Crucially, handymen also keep the toilets spick, span and fir for 

hunian occupation. 

HINT: Zoning the routes of handymen lets you tise them more efficiently 
(see Zoning Staff Routes^. 

MECHANICS 

When a ride malftuictions it's going to become a danger unless diere's a 
mechanic to fix it. They are responsible for maintenance of all the rides, 
and cordon off any sub-standard attraction before setting to work fixing it, 
blow-torch in hand. 

Fail ro have enough mechanics and your park soon gets a reputation for 
unrchability, damaging visitor numbers and gate receipts. Mechanics can 
be difficult to motivate into responding quickly and are often at the cen- 
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ter of any induscrial tlispute, buc they're essential ro the smooth running of 
voiir Theme Park, 

To repair a ride 

Query a mccli.iiiic and use the D-Pad to highlight the Repair icon from the 
Rme-Up Menu; press A and the cursor becomes a spanner. Now D-Pad to 
the broken ride and press A; watch as a highly-skihed mechanic rushes to 
repair it- You can also Query the ride itself, and then select the Spanner 
icon from the Tunc-Up Menu. 

HINT: It's extremely important to look after your rides. If the worst hap- 
pens and one actually explodes, not only are the people using it sent into 
low orhit (and after that, they're likely to sue) hut land damaged by the 
exploding ride cannot he built on again, 

GUARDS 

You may think everything is going to be sweetness and light in you t Theme 
Park, bur think again. If you're lucW enough to be so suceessful that cus- 
tomers pour in, youre going to need someone to take care of crowd con- 
trol, re-direcring lo.st visitors onto the right path- if you're unlucky and 
atrract the wrong crowd, these are the guys responsible for forcibly remov- 
ing troublemakers from the premises. 

Zoning Staff Icons 



ZoiWConfirm 
Routt 



Cancel 
Route 




Roil re 
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Zone the routes patrolled by handymen to make the most q\ your money. 

To zone routes: 

After employing a new handyman, D-Pad to the Zone Route icon in the 

Tune-Up menu and press A to activate the Place Route and Cancel Route 
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icons. Highlight Place Route and press A; the zoning highlight appears. 
Now D-Pad along die area of path you ^van^ vour handyman to patrol. 
Finally, Confirm Route by highlighting this icon and pressing A. 

NOTE: After being hired, your new handyman ha^ his own route in 
mind. To start him on a new route, cancel his current route, then use 
the Place Route icon to create the one you want. 

To undo any zoning either now or at a later date, simply highlight the 
zoned area as above, select the Cancel Route icon and then press A. 

HINT: Remember that yon can't have too clean a park. You need to hire 
a handyman for every two or three shops that yon open. 




The whole point of^dl rhis effort is to attract as many customers to your 
park as possible, and to make sure that they're having such a good time 
they done notice how much money thevVe spending on rides, refreshments 
and souvenirs. 

Customers come in all shapes and sizes, but you can alter the age range of 
the people attnicted to your Theme Park- The bigger and faster the thrill 
rides, the mote youngsters are going to appear, but if you make the rides 
too death'defying. a rabble of thrill hungry bikers could move in. On the 
other hand, if the rides are mote sedate you begin to notice white hair and 
walking frames among the park's visitors. (For details on adjusting ride 
speed, see Tune-Up Icons.) 

THUGS 

"^lien you see a bike load of heavies heading for the park, prepare for a 
rough ride. They do everything possible to ruin the day for the rest of your 
customers. They pop balloons, steal food, beat up entertainers and smash 
rides. Leave them too long and they get in touch with theit Hells Angel 
pals and before you know it, the parks overrun. 
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Tlie only way to rid che park of this nuisance once it's arrived is to hire 
some ^mards to forcibly ejccr troublemakers from the premises. However, 
its no use just ft-tationing guards at the park entrance lis thugs can onlv be 
dirovvn out once they've committed an offense, 

HINTS: Hell's Angels are attracted! to pmks with a bad reputation for 
cleanliness and no guards, so to avoid problems with them keep your park 
up to scratch. 

CONSUMER ASSOCIATION REPS 

If your park is developing a bad reputation, whether i: be for high prices 
or poor quality, spies from a consumer associadon inhkrate to check the 
place out- They can be sported by a sharp-eyed park owner by the official 
consumer association clipboards they refer to as they exit every ride. To 
beat the rap, make sure all the shops and rides rhey use are reasonably 
priced and in perfect working order. That way they eventually leave the 
park sarisHed- 

For mformation on recognizing and responding to your customers' 
demands, see Usirtg The Park Status Screen. 





There are Purchaser Screen.s for Rides, Shops, Staff and Park Features. Press 
the Left Shift button to bring up the Icon Menu and then use the D-Pad 
to highlight the rele\'ant icon. Now press A to bring up the Purchaser 
Screen. 

Ride Purchaser 
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The Ride Purchaser tells you: 
Ride Name & Version Number- 
Ride Excitement - boost this for extra thrills or slow it down and ensure 
reliability, 

Reliabilit)' — the less rehable the ride, the more often it's going to be shut 
down for costly repairs. 

Maximum Capacity - the more potendal users, the shorter che period 
spent queuing and the happier your ctjstomers are kept- 
Ride Cost - anything from 2,000 to 200,000. The cost of a ride is deduct- 
ed at the month end, so if you change your mind and remove a ride before 
a month is up, you donr pay a penny. 

Purchaser Screen Icons 



Ride Rankings 



X icon 



deck i\tark icon 




Running down the right hand side of the Purchaser Screen are various 

icon.s. Select using the D-Pad and press A for further details. 

Ride icon - pressing A takes you to the Rankings screen, where all your 
current rides are lanked and rated (see Rankings Screen). 

X icon - return to Park Screen without picking the selected ride. 

Check Mark icon - returns you to die Park Screen with the chosen ride 
attached to the pointer. 



To scroll through the available rides^ press the D-Pad lefi/righc. 
Use [he D-Pad up/down to select a Purchaser Screen icon, 
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Shop and Side-Show 
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This contains much the same hiformadon as che Ride PurcKaser tmd is 
opcrared in exactly the same way. However, it has different categories of 
information: 

Type of goods sold - burgers from the burger stand, fries from the fries 
stand, novelties from the novelty shop. Get the idea? 

Tf the highlighted shop is a side-show, this category is Addiciiveness, 

Stock price - the cost to you of the stock held by che shop. 

If you're eyeing a side-show, this category tells you the value of the prize. 

Sale price - the price ac which you sell stock to the public. The difference 
between these two is your profit margin. 

Stock Control Bar - the amount of stock currently held by the shop, and 
how much IS on order. 

Cost — what the shop or side-show will cost you to open in the first place. 

For your delectation, heres a list of all the shops which coufd eventually be 
available after sufficient investment in Research (see Research Department): 

The shops with an asterisk {') beside them need to be res^tocked at the 

Stock screen from time to time (see Stock Screen). 



Arcade 
Balloon world 
Big Time burger' 
Big Time fries' 
Coconut Shy 
Coffee shop 
Duck Shoot 
Gun Shooi 



Mr. Walley ices* 

Novelty shop 

Pokey Cola'' 

Race Tiack 

Saloon 

Steak Restaurant 

1 in-can Alley 
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HINT: The key to 7naxi?nizi?ig profit from fiod and drink shops is the 
adjustahle category each one contains. Check out the Information screen 
section for details. 




If youVe not careful you could end up paying chrongh the 
nose for your side-shows. But in the finest traditions of 
showmanship, you can also cheat and turn them into nice 
little earners. To do this, reduce the probabiht}' of a punter 
" winning at the Information screen. This increases the 
amount of glue keeping the coconuts in their shy, and adds a few nails to 
the bottom of the cans in tin can alley (see Information Screens). 

HINT: To offset any disappointment customers might feel at the slim 
chances ofvictoiy, increase the value of the prize offered. 






I ; 



4 




i 




# 



■ lEtlllllrlK 



■ IVIkVJLI-'J 1111111 



ajiiifiiiii'i. 




Along with a brief description, the cost to hire is displayed here. Seems 
cheap? Welk this is also his monthly wage! 
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Only cscegorizes Park Features according to the diUerenr ccsis involved. 
Here's a lisc of all the Park Features widi which vou can eventually deco- 

rare your Theme Park (once enough money has been spent on Research): 



Apple tree 
Birch Tree 
Boggy Crapper 
Casdc wall 
Center fountain 
Lake 

LaLTip Post 
Oak tree 
Orange tree 
Outhouse 



Pahii tree 
Privet hedge 
Rose bush 
Spooky tree 
Super Toilet 
Tropical bush 
Tree stump fence 
Weeping tree 
^liite fence 



Information Screens 
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Go To icon 

RiJt Riinkinj;? 
Mo^'c En[r,ince 
Check Myik icnii 



Select the hiformarion icon from the Tune-Up Menu with the D-Pad and 
then pres.s A; the relevant Information Screen appears, I'here are 
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Information Screens for all ride^, shops, the various toilets, staff and cus- 
tomers. 



Ride Information Screen 

The categories of information available are: 

Ride Cost - the amount you have to cough up to buy the ride. 

People Been On Ride - the total number of park visitors whoVe used the 
ride. If it's a popular item, it might be worth btrylng another one. 

Excicemenc — a thrill or a bore? Here's where you find out the score, 

Reliabilitj' ~ assess how much work you can get from a ride before it needs 
repair- 
Ride Capacity - increase this with the Right Shift button, decrease with 
the Left. 

The icons on the right of the Ride Information Screen are: 

Go To icon — highlight this and press A to centre the Park Screen on the 
Queried ride. 

Ride Rankings — press A for the Ride Rankings screen, where you can com- 
pare the performance of your park's rides (see Rankings Screens). 

Move Entrance icon - reposirion die entrance to a ride by selecting this 
icon and pressing A. The view returns to the Park Screen, where you can 
more effectively place the ride's entrance and exit. 

Check Mark icon - preas A here and it's back to the Park Screen. 

Shop Information Screen 
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Query a Shop and rhe Tune-Up icons are replaced with a bar showing the 

volume of stock temaining - rhe less green on show, the lower the stock 

volume. 
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Ac rhc Shop Infomiarion screen you can find our: 

Type of goods sold - ro be frank, k should be piecr}' obvious from the 
name of che shop. 

Customers so far - just how popular arc chose burgers, fries, novelries, etc. 

Stock price - when you scill have some stock, the two figures tell you che 
ntuiiber of items and whac each cose you. When youVe alJ out, you're just 
given the unit cost for replacement stock- 
Sale price-raiscor lower the cost to the consumer with rhe Right and Left 
Shift buttons. 

Food shops also have a unique category which allows you to alier food 
quality in the quest for greater prolus. U^e che Right Lind Left Shift but- 
tons to change the following; 

Big Time Burger - increase the amount of fat in the burgers to reduce your 
costs. As the burgers arc less filling, you might benefit from repeat put- 
chases, or customers might find chem so revolting thcyll refuse to buy 
another on principle- 
Big Time fries - pour extra salt onto fries and improve drinks stiles. 
Pokey Cola - more ice means less cola in die cai'ton, and lower overheads, 

Mr. Walley ices - increase the amount of sugar in the ice cream to get the 

kids coming back for more. 

Coffee shop - hike up the amount of caffeine in your coffee to give 
drinkers a buzz and get them moving around your Theme Park more 
quicldy. 

The icons on the right of the Shop Informanon Screen are; 

Go To icon - press A here to centre the Park Screen on the Queried shop. 

Shop Rankings - press A f<jr the Shop Rankings screen, where )'ou can 
compare the performance of your parks shops (see Rankings Screens). 

X icon - return to the Park Screen without taking into account any adjust- 
ments. 

Check Mark icon - retiun to the Park Screen with adjustments intact. 



Side-show Information Screen 
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Side-shows have separate categories of information: 

Addictiveness - wiH the punters keep coming back for more? Find out 
here. 

"Wins/punters -the number of people whoVe played whoVe been winners. 

Probability of winning -use the Righ( and Left Shift burtons to increase 



dec 



or ae crease 



the chances of a win- 



Cost of prize — combine widi the probabihty factor, and decide between 
lots of litde wins or a few big wins. Use the Left and Right Shift buttons 
to adjust diis figure. 

Price per game - a really addictive side-show can be a nice htde earner, 
especially if you raise die price to an unacceptable level. Use the Right and 
Left Shift buttons to adjust the price. 

Staff Information Screen 
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The categories of information available here are: 

Mouths employed - how long has this dead-beat been on the paytoll? 
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Monthly wage — rhis fearure h not available in the 3D0 version. 
The icons on the right arc: 




You're Fired [ 



Go To icon — press A htre to centre the Park Screen on tlit qneried staff 
member- 

Youre Fired icon - show ineffecrnal workers the door, and give them a 
lielping boot through it, by stfecting this icon and pressing A. 

Staff Rankings -press A here for rhe Sraff Rankings screen, where yon can 
tonipai-e die performance of your park's employees (see Rankings Screens). 

Check Mark icon - use diis icon to return to the Park Screen, where all 

adjustments take immediate effect. 



Customer Information Screen 
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At the top of the screen is the (often unflattering) customer name. The 
information available on ea.ch punter is as follows; 

Time spent in park — hours, minutes or clays? The longer, the better. 

Number of rides been on - if die nnmber^s low, it's because the rides are 
too fnll or difficulr to get to- 

Boredom — this is key. If diere's one place on Earth you expect to be wide- 
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eyed with excitement, it's a Theme Park. If your customers arent, it's time 
to act. 

Money remaining - customers can arrive with up to 2,000 burning a hole 
in their pocket. Doiu let them leave with much of it remaining. 

HINT: When you query a aistomer mid they still have plenty ofcmh left, 
respond to their immediate thoughts (see Thought Bubbles) and milk them 
ofeveiy penny. 

Check Mark icon - press A here to return to the Park Screen. 



Ranking Screens 
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Scroll arrows 

Tiifbrniation 

Go Tq icon 
Check Mark icon 



Use the D-Pad to select tbe Ranking icon on the Information screen and 

then press A; the lt,anking screen appears. 

Ride Rankings 

Here all the rides in your park are listed and rated. 
Ride Name - the name of the ride. Duh. 
Users - numher of punters that have used the ride- 
Ranking - raced according to popularity among the park's visitors, 

"i'he icons on the right hand side of the screen allow you to switch betv^'een 
ride, .staff and shop information, 

.Select either the up or down arrow with the D-Pad, and press A to scroll 
through the list- 
Select the Information icon and press A for the Information screen. 

Go To icon - highlight a ride, etc, from the li^t and then press A to jump 
to this ride on the Park Screen- 
Highlight the Check Mark icon and press A to return to the park. 
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staff Rankings 

Oil [he Staff Rankings screen workers are rared according to: 

Working — how hard a member of !^caff i?i working. As with all p ere en rages » 
iVs 0-100%. 

Wage - howc\'er hcilc youie paying thenij youre going to rhink ir's roo 
much. 

The icons on che righr of [he Srail Rankings screen work a^ per the Ride 

Ranidogs screen. 

Shop Rankings 

This ranks shops according to: 

Shop Name - not a tricky one, chis. 

Profit — which of your retail oudets is making you che most money. 

Sales - volume of sales. If yourc still only turning a tiny profit, it's time to 
increase prices. 

Taldiigs - the anioiint of cash the tills have rung up. 

The icons on the righc of die Shop Rankings screen work as per the Ride 
Rankings screen. 

Developing Your Park 

Its not as if you haven't enough going on af Sandbox level (see Your Player 
Details), but Sim level introduces a whole new ser of challenges. Now 
youVe required Co control the development of your park, responding to 
consumer needs and conrrolling spending on scock and rcsCcU'ch. There arc 
tricky negotiations with scaff and suppliers to conduct — mess those up 
and ii could cost you. 

Park Status Screen 
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The Park Status screen is key to understanding the needs of your cus- 
tomers, and if yOLi don't keep them happy your park isnt going to last too 
long. 

To access the Park Status screen: 

At the Park Screen, press che Left Shift button to open the Icon Menu. Use 
the D-Pad to highlight the Park Status icon and then press A; the Park 
Status screen opens. 

Using the Park Status Screen 

Ac the top of the screen are r^vo rows of licde peeps. The back row shows the 
% of happy visitors, che % of^ undecided visitors and che % of unhappy vis- 
itors, with a key to the different colors. ^Iien more people leave your Theme 
Pai k dissatisfied tlian li^i^pp)', take it fiom me you're in a heap of crouble. 

NOTE: OOOPSl The key is a bit off Undecided peeps are purple 

and unhappy peeps are orange- 

You arc also told the number of people in the park, and the number due 

CO arrive on the next bus. 

THOUGHT BUBBLES 

The fronc row shows the thoughts of che parkas visitors, Beneach this is a 
key to whac each thoughc bubble means- To scroll through che lisc, press 
che D-Pad up/down. 

Here's a complere listing of all che thought bubbles and their meanings; 



Food thoughts (yellow) 

I am hungry and thirsty 

I am hungiy 

I am tliirsty 

I am nor himgr;' or thirsty 

I am not hungry 

I am nor thirsry 

Looking for (green) 

I am lookitig for the exit 
1 need to go to the toilet 

Info thoughts (pale blue) 

I am still eating something 
I am still drinking something 
I have already got that toy 
1 am making my wav to the exit 
1 do not have much money left 
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I have been on many of vour rides 
I have been on all of your rides 

Ir is ne^irfy time for me to go home 

Bad rhoughts (grey) 

The drink iJ^ not j^atisfying enough 
The food is not satisfying enough 
The prize is not expensive enough 
There is not enough chance of winning 
The price is too high 
You Lire making too much profit 
There is far too much htter around 

Feelings (white) 

1 am happy 

T am feehng okay 

I am unhappy 

I am getting tired of walking 

I am getting bored 

Pull thoughts (dark blue) 

I cannot eat or drink another thing 
I cannot eat another bite 

I cannot drink another drop 




Srock screen icon 



;icarch icon 



screens 



by 



Use the icons on die right to access the Research and Stock st 
pressing A- 

To rerurn to the Park Screen, select the Check Mark icon and pre.ss A. 

HINT: A good ihenie Park operator responds to his amomers needs — it's 
only good business. Visitors to your park give signals to show their level of 
sdtisfaetion or fritstration. If theyre AOK, you'll see it in a hand signal 
One signal to pdy close attention to is yawning. If park visitors begin to 
yawn, it's a clear sign that they're not being entertained — and after all 
entertainment is what they've come for. Build some new rides, beef up the 
ones you already have, but do something before bad word of mouth 
destroys attend-anee fiptres and your park's reputation. 
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Not to be confused with the Stock Market, this is where you purchase all 
die stock for your shops. 

To access the Stock Screen: 

Open the Park Status screen and use the D-Pad to highhght the Stock 

Screen icon. Now press A and you're in the warehouse ready to fill it to the 
brim widi goodies. 

At the top of the order form are rhe categories of stock available. These are: 
ice cream, fries, cola, burgers, beer and steak. The figure under each icon 
is how much remaining srock you have in the warehouse in that category. 

To place an order: 

D-Pad left/right to select the category of stock yon need and tlien press A. 

Price per unit, the amount currently in srock and purchase volume figures 

change accordingly. 

Now D-Pad down to highlight the Place Order bar. Use the Left and Right 
Shift bmtons to alter the volume of your order, llie number of units in the 
order is displayed below the Place Order bar. 

D-Pad down to the Send Order icon and then press A co confirm purchase. 

li Eakcs a litde while for stock to arrive. As the pallet is lowered into the 
warehouse, don't change the order. If you do, the current order is canceled 
and you're back to square one waiting for the new shipment. By that cime 
the cupboard could be bare, your customers miglit go hungry, and you're 
certainly going ro miss an opporrunlty to make some moolah. 

All stock purchases are placed in the appropriate section of rhe warehouse; 
when the boxes reacEi the ceiling there's no room for any more stock in that 
category. Don't order too much srock as youVe charged for any over-capac- 
ity and the goods purchased are just left ro rot if there's no space to house 
chem. Remember, though, that you can increase warehouse capacity by 
researching facility upgrades (see Research Department). 
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Nore: The only irem of stock you don't have to buy is coffee, of which 
you hivc ^ii iiiexhiuisiibic supplv. 

Wlien youre done ordering stock, select the Check Mark icon and press A 
to return to the Park Screen. 



The Research Department 
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In the fiih business game you won't get any new rides unless you pump 
moucy into Rtst^arch. And how arc you going to hold youv head up among 
your fellow Theme Park owners with only a Bouncy Casde and a couple of 

slides in vour park? 

Highlight the Research icon on the Park Status screen and press A, On the 
Research Screen, use the D-Pad up/ down/I eft/ right to move between the 
Research Pump, the Vats and the Check Mark icon. 

Funding Research 

Adjust the amount of juice with the Research Pumpn 

Use the D-Pad to highlight the Research Pump, and then press the Right 
Shift button ro hictease rhe amount of red scuff in the rube. Press the Left 
Shift button to decrease the amount of juice. The figure on [.he left shows 
the amount per month you're investing in Research, to a maximum of 
I0»000. It changes as you alter the volume of juice. 

The figure on the right is the amount you have remainhig to distribute 
among the Reseatch Vats. The two amounts are the same until you actually 
start doling out the dosh. 
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There arc six Research Vats, all thirsr>' for cash. To diverr money from the 
Research Pump into rhe vats, use the D-Pad to highhght a particular vat 
and then rhe Right and Left Shift buttons to inctease and decrease the 
amount of dosh. 

The six Research Vats are for; 

Upgtade Ride - Spend your money improving the rides already in the 
park- 
New Ride Design — Invent in completely new ways to scare the living day- 
lights out of visitors to the park. 

New Shop Design - Invest in completely new ways to wring every penny 
out of visitors to the park 

Staff Training - Are yom staff sullen? Disorganized? Lacking in moriva- 

tion? Improve the service rhey offer to customers by pouring money into 
this Research Vat- 
New Feacures — Say 'goodbye" to the outhouse and "hello'' to the Supet 
Toiler. You can also develop more erotic plant life by spending money 
herc- 

Upgrade hacilities - Enlarge your warehouse to benefit from the economies 
of scale you achieve buying in bulk, and get some bigger buses co bring in 
the crowds. 

The Research Baromerer artached to each vat shows how close the items 
being researched are to completion. The more white on show, the nearer 
you are to a breakthrough. 

The Research Graph beneath each tank fills up with small white dots, 
When the whole graph has turned white, yoiA'e achieved the maximum 
level of Research possible from chat vat. However much more you spend, 
enhancements have come to an end. 

Leaving Research 

To exit the Research Department^ select the Check Mark icon and press A, 

Yourc returned ro the Park Status screen, 

HINT: When ride vpgrades are complete, you'll notice the version num- 
ber has gone tip on the Ride Information screen. The maximum version 
number for each ride is 9. 0. 
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Negotiation Screens 

You mujit negotiate with .scaft" lo settle mduitrial disputes, and widi sup- 
pliers to decide the cost of stock. These negotiations occur when the 
Ncgociinnii screens appears. The more srrcffand shops you have, the more 
regulad/ you need to enter inro negotiations for goods and services. 

Staff Negotiations 
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Your off 
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Unirin rep*^ 

Their 
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YoLi sit on the left, across the table from the Staff Union organizer. You 
bodi need to shake hands over a new pay deal, tentatively extending a hand 
across the table as you talk. You must come lo an agreement before rhe bis- 
cuits run out or the ncgofiadons fail, pucdng the .success of your Theme 
Park in jeopardy. 

To raise your offer: 

As rhe seconds Check Mark rapidly away press die Right Shift: burton to 

raise your offer a single percentage point at a time. 

NOTE: Don'[ raise your offer too cpicldy or by too much. The L'nion 

man can smell fear oji you like cheap nfirershave and won't drop the 
workers' pay demands a single penny Td<;e it slow and don't lose your 
head. 

To lower your offer: 

Press Left: ShiFt button to reduce your ofFer a point at a time. 

MAKE. BREAK OR STRIKE 

If youre bargaining is successful, nn onscreen message informs you how 

much the union took you for, and rhe new monthly wage Figure for each 
category of worker. Press A now to return to the Park Screen^ 

Tf you fail to make a sctdcment, the Negotiations Failed message appears. 



The action returns to the Theme Park screen, where your staff leave en 
masse via the main gare and picket anyone attempting to enter, Its not the 
beit publicity for yonr park, and when a ride malfunctions or the litter 
mounts up youVe going to start losing money hand over fist- Far better to 
make a wage serdemenr while you can. 

Goods Negotiations 

Goods Negotiations are performed in exactly the same way as Staff 
Negofiadons (see above) and rhe penalties for failing to make a deal are just 
as severe. Unless both pardes leave the table happy before the biscuits have 
all been dimked and munched, no goods are delivered to your Theme 
Parks shops! 

NOTE; Kveiy time you fail in your negotiations, the asking price for 
goods goes up by 10%. 



The Financial Sector 

Choose Full from the Your Player Derails screen (see Your Player Details) 
and enter the Financial Sector. The full burden of responsibihty for every 
financial transaction made on behalf of the Theme Park now falls to "\'ou. 
This means youVe going to get your feet wet dealing in shares, where there 
are profits to be made but also the chance of your Theme Park being 
bought out from under you. 
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Sh.irc's Screen 



Check Mark icon 



Regular visits to the Bank screen, however daunting, are essential to the 
effective financial control of the Theme Park, 
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Using the Bank Requester screen: 

Use che D-Pad ta select the Bank icon from the Icon Menu and pm^s A for 

the Bank Requester screen. 

The graph shows your parks bank balance, based on overheads agiinst 
income. Listed on the right are the categories of fmancial performance and 
increasing time periods cliat allow a long term financial projecrion. Use the 
D'Pad to highhghr a box and pie.ss A to add information to the graph. A 
Check Mark appears beside each categoiy on display- Press A agahi to 
remove information. 

Beneath the graph are lisred: 

Available cash - the money you have instantly available for new rides, 

shops and staff. 

Park Value - the market worth of your Theme Park once the current price 

of all the shares has been evaluated. When you be^in Theme Park this Bg- 
ure is (not surprisingly) zero. 

Current Loan - highlight this option with the D-Pad. You Ccin then 
increase the amount you owe the bank by pressing the Right Shift button. 
If yoifrc feeling a bit flush, you may want to redncc your loan by pressing 
the Left Shift button. 

Ticket Price - the mainstay of your parks profitability. Adjust this up or 
down wich the Right and Left Shift buttons. 
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Statement - select this and press A for a look at the Statement Screen. This 
gives you a breakdown of every financial transaction made during the pre- 
vious month. When youVe seen enough, use the D-Pad to highlight the 
Check Mark icon and press A to return to the Bank Requester- 
Shares - press A to join the bnlls and benrs on the financial market at the 
Stock Market (see Stock Market). 



48 



Stock Market 



Paik Owncri Shares Available Price Fliiciujiions 




Bank Balance No, Sh;iT« Total Vjlae 

A\ailable 



Sliarcs Owned In 
Your Pjrk 



Select the Shares icon on the Bank Requester screen and pres^ A to get 
involved in some financial wheeler-dealing. 

At the Stock Market you can buy shares in other parks, and defend your 
own I heme Park horn unfriendly cake-over bids. If someone is getting too 
large a chunk of your park, get bullish on the Stock Market and see them 
off Remember, the more shares in your park that get bought up, the more 
of your hard earned profits are lost. 



The Shares Statement 

On the right of the Shares Statement is the list of park owners. The arrow 
by each name indicates whether their parks share price is rising, filling or 
static. A yellow page means ihar shares are available, a while page that you 
already own shares in that park, and a red page that the park owner has 
shares in your park, 

D-Pad up/down through the list; the name and details arc displayed on the 

Shares Statement. The eenier bar dispkiys the park owner, his/her bank bal- 
ance, the availability of shares and their total value. In the green are the 
names and fmaucial details oF those who own shares in this park. In che 
pink are the details of shares owned by the highlighted park owner. 
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Buy! Buy! Buy! 

UsSC rhe D-Pad up/down ro choose an attfcictive prospect from the \ht of 
park owners on che righc- If chcrc are shares available, press the Right Shift 
button once for each share you wish ro purchase. 

Notice how your own derails arc added to the list of Share Owners (or 
i[pdj.ted if you already have shares in this park) on che top hali of the 
Shares Screen. 



Choose a nanie with a white page by it from ihc \hi on che right; details 
appear in che center bar of the shares statement. Your own nsme is listed 

along with other share owners on the top h.^li of" the .screen. 

Press rhe Left Shift button once for ejch share vou wish to sell. The num- 
ber and value figures by your imme on the green half of the Shares Screen 

falls, while the number and value of shares available in this park increases. 

When you re done with share dealing, highlight tlie Clieck Mark icon and 
then press A to rcEurn to the Park Screen. 

Year End Charts 




The Overall char: appears ac: the end of every finLinciiil year, allowing you 
ro see how your patk has done during the ye;tr. On die mantelpiece arc all 
the cups and certificates awarded to your park, and die Top Ten parks arc 
also ranked- You must achieve the overall number 1 position ro succeed in 
your aim of building the world's ultimate tourist attraction, 

D-Pad around the cups and certificates, and then press A for details of the 
award, A cup means your park provided die best semce in that category, 
while a certificate means your park was highly regarded. 
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"When yonVe seen enough, select the Check Mark and press A for the Year 
End Details screen. Alternatively, select che Ratings icon and press A for a 



look at che Ratings Chart. 



If a cercificate is wriccen in red ink, ic indicates rhac your Theme Park wa^s 
severely deficient in some aspect of its operations- Take note of your sliori- 
comings and sort rhem out during the next year, or youre never going ro 
make number ] , 



Ratings Chart 







!i -,J hF^^4 ^ 






On the Rating Chart your I heme Park is compared with every oilier in the 
following categories; 

Richest Satisfaction 

Exciting Biggest 

Amenities Pleasant 

Study the position of your park in all six to find out where it's deficiencies 

lie and how you can improve your Overall posinon. 

Select the Chart icon and press A to return to the Overall chart. 
Select die Clieck Mark icon and press A to return to the Park screen. 

Year End Details Chart 

The Year Hnd Details chart compares ydur Theme Park's results over the 
last rw^o financial years in ihc I oil owing categories: 

Park Value Tikings 

Share Value l^xpenses 

Balance Dividends in 

Loan Dividends out 

Maximum Loan Land Tax 
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If [he park value k .';ufFicient, ytJuVe t-iveii rlit i)pri<)n of selling ir off at 
Auction. Use the D-Pad to select die Auction box and press A to initiate 

this {see Auctions) . 

When youVc finished L^t rhe Year End Details screen, press A to return to 
rhe Park Screen- 



Auctions 




At [he end of each year you have the option to sell your Theme Park at 
Auction — if it's reached the minimum vaitie- 

Select the Auction option on tlie Year End Details screen, and then sit bjck 
iind watch the bidding while the seconds Clieck Mark away. 

With the money made by selling off this Theme Park, you have the oppor- 
runicy to Starr afresh in a new loc;i[ion, Hut if there are no takers, itls back 
rn rhe Park Screen. 



Ba n kr u p t cy 



When the value of all rhe shares Jiid stock in your park wonV cover the cost 
of loans, any interest you owe, debts to the hank and the 320,000 leeway 
youre given, you are legally declared bankrupt. The park has to close, yotu 
hfe's work collapses around you, and there's only one honorable way out. 

Its a long way down, 
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About Bullfrog 

In case yoti hsvtm heard of Bullfrog Producrions - where huve you botiti for die kit five 

yCiirsP Relieve ir or nor, ^i^ recently as 1989 rhe world hadn't been exposed to PopalouSs 
the tevokitionary softwari: program char made Bullfrog'^ njme and single-handedly cre- 
ated [he god sim genre overnight. Twenty difFerent furmacs; jnd world-wide s.ile?; in 
excess oFrhree niillioii hiter, Populous hys become the siufF of industry legend. Yet it was 
only till? Iirst in a series of software smashes dint has earned hullfro^^ four consecutive 
number one hicb. PowerMonger, Populous 2 and Syndicate E"ollowed, and .ill enjoyi^d 
immense cridcal acclaim and commercial iucceiis, 

III the same short limc, Bullfrog Pioduciions has e.\py.iided from ihe two-man opj^uuion 
Founded by Peter Molynenx and [^s kdgar to a chviving company ■^virh over ■^0 
employee^!. Through thi^ periiid of unprecedented growrh. Bullfrog has continued to 
produce games which coLnbine visual stri'ngth with technical com pi ex it}'. But above all 
else, it's originality thuL is the key [o BulUVogs success. Theme Park, ihe first ol Biillfiogs 
Designer Series, is the latest example of the companys commitment to originality and 
innovation. It combines jceriratc simidation technology' with easy ptavability and the 
instant graiificauon of superb graphics. And above all, hke all their game^, its FUN! Got 
ready for BnllFtog's fifdi number one. 



Designed by: Bullfrog Productions Ltd, 

Ptogrammer: Guv Simmons 

Producer; Mark Weblev 

Graphics: Mike Man. Chiis Hill, Paul McLuighliiii Fin McGechle, Andy Sandham, 

Mark Healey 

Creators and PC Programming: Petet Molyiieux, Demis Hassabis 

PC Programming: Miirk Webley Mark butiport, James Robertson 

Introductoiy Sequence Designed and Created by; Chris Hill 

Sound & Music; Russell Shaw 

Maiiagemeni: Les Edgar 

'lesting & QA: Ale^ Trowers, Andy Cakebread, Nick Hannah 

Special thanks to: John Rdel'ion 

For Electronic Arts 

Producer: Mau Webstct 

Assistant Producer; Mike Cooper 

Executive Producer; Joss Etiis 

Product Manager: Sean Ratcliffe, Ann Williams 

Documentation: Neil Cook^ Pete Mutphy 

Documentation [.avout; Ibm Peters 

Lead Tt^ait^r: n,irrt:ii Tiickey 

Testers: Macc Prict:^ Mark BL^rg;(n, Brj^in Bijcbrrnnd, Steve Imcs^ Brian Rif^d, 

Dfivid Cosn 

Qualit}^ As.suiance; Caai^ iiiimploiip Kiif-Lol t_:ol:iiuoni(iH ClirisLuphc Cjirriurn 

Thomas Ruduwicz, Phil l:ng*;Trcsm 

ELECTRONIC ARTS LIMITED WARRANTY 

tJrctrunii: Art£ v^^arriinrE ro ih^ origiaiiil plii'l]i:i^l-i' of rluir Rk-Liii^jui: ArLh s^^rc^.srt |>raL|L]4_i tlur iKt^ ii]ttlitim vn 
\vh.i[ih tlik iitmipiifcr progrnni is rti^rorJcd is frc.-4: lrf»n tlcfctts in cu-irurijls and ^vorliin.inship for a pci'iod of nine- 
ty f-JO) dj^ys frt?jn die daoe of pumliistf. T\t\.^ EjcLlrLinlc Aj-t^ snI-W'arc prLigrnni is =:tikl "as i^;/ mthoiit csprc5s or 
iri^]^Ht^c| vv.irri^nn' of any kind, a]id Eilcccnmic Ai ts ii nat liable fnr i\-^y loa^ii^ ordiinjjsu.^ cit lij^v land reiulcjng from 
usc=of Lhkpra^Min. Eldtzironic Arth lij^rccs Inra [K-'Htid nrnNKny ("01) J diiys tu rcpUcc, free oFdiargc, uiy Electronic 
ArtisoFtv^'jircprodiLci, postage p^\d^ ^vjrli proisfufpiLrduit^, -al ihu EicczumKAn^ ^'.airatuy Dt:pirtrnciMf. T]\i^ wur- 
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